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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 


CONTAINS IMPORTANT SAFETY INFORMATION. 


EVERYONE 


This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 
or to comment about the 
appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


CONTENT RATED BY 


For more information on this 5 rating, 
Call 1-890-771-3772 or visit http /www.esrd.org 


LICENSED BY 


Official 


Seal of Quality 


THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY 
OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 


NINTENDO, GAME BOY, GAME BOY COLOR THIS GAME PAK WILL WORK ONLY WITH THE 
AND THE OFFICIAL SEAL ARE TRADEMARKS GAME BOY° COLOR VIDEO GAME SYSTEM. 
© 1989, 1998 NINTENDO OF AMERICA INC. 
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SAVE Fe WORLD! 


It is a normal morning for Billy Blaze. Half awake, he gets his 
cereal and sits in front of the TV, switches it on, and watches 
static.. 


exist. “ 


With one quick look at his all- 
new "Computer-Wrist" computer, — 
Billy Blaze realizes things aren't | J 
as they should be. He must find | 
out who is responsible! 


Little does he know, his old enemies have joined forces in one 
last-ditch attempt to destroy the universe. The Droidiccus, Shikadi, 
and Bloogs of Fribbulus Xax have created the fabled Omegamatic 
Warp Drive. Using super powerful plasma crystals, they can destroy 
sub-space stability. Even his old arch-rival Mortimer McMire may 
have a hand in the mayhem. Only Commander Keen” has the 
ability to re-unite the three plasma crystals at the Omegamatic 
Warp Drive and save the world! 


Donning his brother's football helmet, Billy Blaze sets off down 
the garden path. Determined to get to the heart of the matter, he 
jumps into the Bean-with-Bacon Megarocket. 


After flying for what seems like an eternity, Commander Keen” 
lands in the strangest place he has ever seen in all his travels. 


Will Commander Keen” succeed, or will the Earth be turned into 
sub-space shambles? 


STARTIN Gaia eG 
Make sure the POWER switch is OFF. 
Insert the Commander Keen” Game Pak into the Game Boy” Color 
slot as described in your Nintendo*® Game Boy® Color instruction 
manual. 
Turn the POWER switch ON. 
Note: The Commander Keen” Game Pak is for Game Boy* 
Color only. 


FIRE/ 
Back Out of Password Screen 


ACTIVATE SWITCH/TELEPORTER/ 
View Options from Status Screen 


2333833 
SELECT START Hy tty 


STATUS/PAUSE 


TOGGLE PoGo ——— {) + A BUTTON 


MAIN MENU 


New Game: Begin your journey to stop 
the destruction of Earth by the evil 
Fribbulus Xax. 


Password: You can enter a password 
and return to your last saved position in 
the game. 


NEW GAME MENU 


In the New Game menu, you can select the skill level for your 
game. Use the Control Pad to select between Easy, Medium, or 
Hard and then press the A Button to start the game. Press the 
B Button to exit the New Game menu and return to the Main 
menu. 


Easy: Commander Keen” has nine lives 
and nine continues to make it through 
the game. Monsters will move more 
slowly on this skill setting. 


Medium: Keen ha 5S 


seven continues on tting, and 

the monsters - n normal 

speed. | 

Hard: Keen has five ive five continues on the hard ski 


setting. Monsters move incredibly fast and fire more accurately, 
watch out! 


PASSIVO RDN iene 


In the Password menu, you can input a 
password to continue from your last saved 
position. To input a password, select the 
character box you would like to change by 
holding down SELECT and pressing the 
Control Pad tt, 2, >, or © until a box is 
blinking. Release SELECT. Press the Control 
Pad tt, £, >, or © to choose the 
appropriate character and press the.A 
Button to select that character. Once you have completed the 
password, press START to begin playing. If the password is correct, 
you will begin playing at your saved position. If the password is 
invalid, the Password menu will remain onscreen. You will then 
need to recheck the password and try to input it again. To exit the 
Password menu, press the B Button. 


Keep in mind that passwords are only awarded after you finish 
each level. A password will allow you to continue the game at the 
level following the last level you finished, so make sure to write 
down your passwords after each level! 

Note: If you lose all of your lives and choose to continue your 

game by selecting YES at the continue screen, your score will 

reset to zero points regardless of whether you use a password 
or not. To get the highest scores possible, start the game from 

the beginning and play all the way through without using a 

continue. 


STATUS SGREEN 


You may pause the game at any time by 
pressing START — Status screen will be 
displayed. Use the Status menu to keep 
track of the skill level, view your score, 
and see the number of continues, lives, 
keys, and plasma crystals you have in 
your possession. 


You can also quit out of any level or World Map from the Status 
screen. To quit out of the current level from the Status screen, 
press SELECT, and choose YES on the ‘Return to World Map?’ 
screen. To quit the game from the World Map, press START to 
bring up the Status screen, and then press SELECT. Then choose 
YES from the ‘Quit Game?’ screen. 


PLAYING THE GAME 
The Hub 


Commander Keen” begins the game in 
the center of the Omegamatic Warp 
Drive. There are two main features of 
the Warp Drive: three teleporters and 
three crystal-like indentations in the 
ground. 


Each teleporter will send Commander 
Keen’ to a different world (Droidiccus Prime, Fribbulus Xax, 
ShiKadi) from which he can enter one of three levels of play. The 
three crystal-like indentations are for three plasma crystals that, 
once united in the Omegamatic Warp Drive, will destroy the sub- 
space anomaly. Planet Earth is safe! Victory! 


To enter any world from the Warp Drive, use the Control Pad to 
move Commander Keen” onto a teleporter pad, and then press 
SELECT to teleport. 


LEVEL ELEMENTS 


Toxic-Slime: Some floors and platforms 
2 have toxic slime all over them, that'll kill 
if you're foolish enough to step in the slime. 


Poles: Climb up or slide down a pole 

to get to an otherwise unreachable area. 

To use a pole, simply press tt or & on the Control 
Pad when Commander Keen’ is in front of the pole. 


Shootable Blocks: Some blocks are shootable, 
allowing you to reach otherwise inaccessible 
areas. 

Switches: Switches activate and 
ome platforms. To use a switch, 


en Commander Keen” 


onto the a and press SELECT. 


Color Key Doors: Commander Keen” must _ ; 
open these with colored keys (see page 15), . 
and once they're open, he can move forward. — 


e pops out of another one in a 


> _ 
Clues: Watch your surroundings for clues on what © 
Commander Keen” must do to finish the level. Some. 
clues may be color-coded, others will be symbols or 
‘pictures. Fe : 


Neural Ray Blaster: Commander Ke: 


Note: Commander Keen” can Salk fire down while 


in the air. 2 Ae 


Pogo Stick: Commander Keen” uses his pogo to get to 
otherwise inaccessible places, and to knock out his 
stunned enemies. Commander Keen” starts with a Pogo 
Stick in his inventory. To pogo for extra height, press 
the A Button just as your pogo hits the ground. 


> 
- <9 wat 


ITEMS AND POWER-UPS 


Items and power-ups award Commander Keen” with points or 
bonuses. Commander Keen” can pick up items and power-ups by 
running into them. Commander Keen” earns an extra continue for 
every 100 (on Easy), 150 (on Medium), or 175 (on Hard) items he 
collects. Commander Keen” can also survive one hit by an enemy if 
he has picked up at least one item. Make sure to grab all the items 
you can find! 


Keys: Colored keys are distributed throughout the 
levels. They can be vital to completing the level, as they 
allow you to unlock Color Key Doors (see page 13). 


to get an extra life. A bonus life is also awarded for 
every 1000 points on Easy difficulty, 1500 points on 


Extra Lives: Grab the icon of Commander Keen’’s head i 
Medium difficulty, and 3000 points on Hard difficulty. 


WE * 


Plasma Crystals: Commander Keen must defeat the 
bosses in the final level of each world to recover th 
three plasma crystals. They all must be collected t to 
complete the game. Pe 


Candy and Snacks 
(various pieces) 
Points vary 


Batteries 


10 point 
alia Computer Chips _ 


50 Points 


Rockets 
50 Points 


Vials of Potion — 
50 points 


Mushrooms 
10 points 


Water Bubbles 
10 points 


Fire Extinguishers 
25 points 


et ,: ae 


LEVELS 


Droidiccus Prime 


Robot Hive 

A huge factory with high-tech robot 
construction equipment. As you'd 
expect, your main enemies are an 
assortment of robots with varying 
intelligence. They buzz around like bees 
and are looking for heroes to sting! 


Fiery Canyon 

This dark and shadowy cavern is full of 

fire pits, falling platforms, fire imps, and 
moving platforms. Be careful where you 
jump! 


17 


The Imperial Palace 

It’s the third level in the world of 
Droidiccus Prime and things are getting 
tricky. To complete this level, you'll have 
to face the Droidican Emperor. 


Shikadi 


Forest of Crazy Mushrooms 
Oversized alien mushrooms are all over 
this level. Commander Keen” must also 
avoid the deadly slugs that compete 
with the mushrooms for the sparse 
sunlight on this strange planet. 


The Plasma Crystal Mines 

The whole place has been littered with 
robo-mines, making it tricky to negotiate 
the maze-like tunnels and inlets where 
the Shikadi harvest plasma crystals. 


Shikadi in Space 

Commander Keen” is beamed aboard 
the Shikadi Spacecraft for a showdown 
with the Shikadi Overlord. He'll hunt you 
down and blast you to smithereens with 
his rocket launcher, so you'd better be 
ready for him. 


Fribbulus Xax 


Blooglet Lake 

This swampy lake-land is infested with 
deadly creatures, but some are harmless. 
The water in this lake contains some 
nasty surprises, so you'd better time your 
jumps right! 


The Bobba Fortress 

This fortress has so many traps, guards, 
and intruder deterrents; it'll be super- 
hard to get out alive. Keep your eyes on 
the ceilings, walls, as well as the floors, 
and you might make it through. 


Techno Lab 
What's worse than the Bloogs you've just 
defeated? The ROBO-BLOOG of course! 


This guy is the last enemy on this 
world, and if you can defeat him you 
may just be able to save your planet. 
Watch out though, Robo-Bloog has the 
brain of an evil super-computer and can 
outsmart almost any being. 
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} arg i is like a Dorp on acca Don't mess 
with the Darg! 


Sentry Droid: You may spot these seemingly 
i mindless sentries throughout the Droidican cities. 
Emperor uses them to keep tabs on his soldiers. 
y are indestructible, so don't mess with them! 


4 Droid 1: This low-flying pest has no real personality. 
Its presence is less-than magnetic. You won't be 
shocked when you see it. Don't let it annoy you. 


Droid 2: This hopping robot's primary function is to guard the 
Hive, but it does other menial work during its off-duty hours. 
Don't drop your guard around this mechanical menace! 


and guard duties around the Robot Hive. This robot moves 
fast along vertical platforms and may smack into you if you 
don't look out. Again, no serious threat, although they can get 
annoying. 

Droidican Soldier: These robotic troopers are the Droidican 
Emperor's prime defense—serving to keep the Warp Drive 
technology safe. Droidican Soldiers aren't very smart though, 
so they need a lot of discipline. 


Droidican Elite: The Droidican Elite are master soldiers, and 
the Emperor counts on them to keep the other troops in line. 
Armed with deadly lasers, these droids are a serious threat! 


Droid 3: This is one of two robots created for menial work 
a 
yy 
L 


Dood: This tiny guy seems pleasant enough until you least 
expect it, then he goes all to pieces! 
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Fire Imp: These fiery creatures think they're pretty hot. 
They lurk in the rocky wasteland between the Imperial 
Palace and the Robot Hive. 


Cyba-Mallow: One day, when they were bored, the 
Droidiccus created the Cyba-Mallow. It's part 
marshmallow and part cyborg, and all trouble! 


Shikadi World 


Arachnu: Insane, crab-walking creatures that hold their 
dangerous mouths high in the air. 


Berkeloid: This fiery fella is not to be toyed with. He 
throws big fireballs, and is tough to kill. 


Bounder: These red, friendly, bouncing guys can help 
you reach high places! 


Poison Slug: The most common inhabitant of the 
Mushroom Forest, Poison Slugs mean trouble twice— 
once if you touch them, twice if they charge at you! 


mite The Shikadi kidnapped these mutant worms 
away galaxy for reasons unknown. The 

hide in the floor panels of the Shikadi 

g to surprise any unsuspecting 


wroom: Dangerous fungi that hop and are 
deadly to iach. They jump higher every three bounces. 


Little Ampton: This little fellow slides up and down 
poles and works on his computer terminals. Don't be on 
the pole he's on, 'cause he slides up and down quickly! 
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Robo Red: Robo Red is a nasty guard. If he hears a 
sound, he shoots first and asks questions later. Avoid, 
avoid, avoid! 


Shikadi: These energy beings built the Omegamatic 
and plan to destroy the galaxy. Watch out for them near 
poles. 


Shikadi Master: The most frightful foe aboard the 
Omegamatic, they cast Electrospheres at you and 
teleport around. Very dangerous. 


Shikadi Sentry: Woe be the hero that wanders near 
one of these. They will move back and forth until they 
hit you! 


Sphereful: Frightful plasma orbs with orbiting razor 
sensors, tread carefully by these dangerous denizens. 


Fribbulus Xax World 


Bobba: Bobbas are nasty red beings that hop and 
fire deadly energy bolts from their eyes. 


Bloog: The Bloogs stole your babysitter a long time 
ago. These one-eyed green carnivores are driven by 
their hunger across the galaxy. 


Blooguard: These burly Bloogs have big clubs to 
bonk their enemies. Avoid these creeps at all costs! 


Blooglet: The little Blooglets are just as hungry as 
their big brothers, but they're not quite as frightening, 
are they? 
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Bubba: Bubba likes to float above the calm waters of Blooglet 
Lake and watch the fish swim below. He's been known to 
mistake heroes for seafood, so watch out! 


Dopefish: The second dumbest creature in the universe, 
this creature's thought patterns go "swim swim hungry, 
swim swim hungry." They'll eat anything alive and moving 
near them, though they prefer heroes. 

Casta: The Fleex designed the floating Casta to monitor the 
high-tech machinery in their laboratories. The Casta won't 
attack you, but it's indestructible, so try not to get too close! 
Nospike: These blue fellows walk around until they find 
something to charge at. But even charging, their favorite 
pastime, will bore them after a bit. Watch out for their 
fearsome horn! 


rr 


Flect: The Flect is always in a hurry, and has nowhere to go. 
This terminally worried creature has tentacles for hair and a 
reflective plate on its chest. It's best to be sneaky when 
dealing with a Flect. 


Gik: This hard-shelled customer's worst points are its 
points! Its legs are spikes, so it will jump and try to 
poke you. 


Fleex: The Fleex are amongst the finest engineers in the 
universe, having designed all of the buildings and 
devices on Fribbulus Xax. Unfortunately, the Bloogs built 
them, devastating the sleek and elegant designs. The 
Fleex have very sensitive eyes (a natural consequence of 
spending a lifetime in a basement lab). To compensate, they've 
developed an oversized ear which allows them to hear other 
creatures as they move around. 


Hovva: This robotic centurion is somewhat like a flying 

tank. The robot itself is harmless, but beware! He carries 
an electric coil to help him float, and will run you down 
without hesitation. 
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Mortimer McMire: Commander Keen’'s arch-nemesis, 
school rival, and all-around evildoer. He's masterminded 
your entire adventure and wants to see the Universe 
destroyed! You'll never catch him, but he’s out there! 
Waiting to see you fail! 


BOSSES 


There are three bosses in the game —one for each world. For each 
boss Commander Keen” beats, he will receive one plasma crystal 
which, when reunited with the other two plasma crystals, disrupts the 
sub-space anomaly and saves the Earth from impending doom. Each 
boss has its own style of attack and its own particular weakness. Your 
job is to figure out how to kill each of them! 


The Droidican Emperor 


The Droidican Emperor is a poisonous foe. You'll have to face him on 
his home turf: the Royal Chambers, which is a strange and unnerving 


place. The Emperor runs from one side of the chamber to the 
other, alternately throwing poison at you and then releasing a 
robot to help him in his attack. Shoot the robot and avoid the 
Emperor's poison. 


If the Emperor is ¢ ed, Commander Keen” will be awarded 


a plasma crystal. 


mp eat, in theory. 
It's a straight fight—your Neural Ray Blaster against his rather 
powerful homing rockets. But the odds are in his favor because he 
only has to hit you once but you must shoot him many times. To 
make matters worse, he has a personal teleporter, so watch your 
back! 


if the Shikadi Overlord is defeated, Commander Keen” will be 
awarded another plasma crystal. 


Robo-Bloog 

A Robo-Bloog is essentially a Cyborg Bloog. It’s a Bloog with the 
mind of ten super-computers and the body of... well, 10 super- 
computers. 


The Robo-Bloog can fire a huge ball of energy. If either the 
Robo-Bloog or the energy ball hits Commander Keen’, that’s it. 
Unfortunately, every time the Robo-Bloog recharges his energy ball 
he adds one more shot to his attack. For example, after his second 
recharge, he'll have two energy balls. After the third recharge, he 
will have three energy balls, etc. The more overcharged Robo- 
Bloog becomes, the more erratic his behavior is. It'll be hard to 
time your attacks! 


If the Robo-Bloog is defeated, Commander Keen” will be 
awarded the third plasma crystal, and the Earth will be saved! 


Par 
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CUSTOMER SUPPORT 


You must be at least the age of 13 years old in order for us to assist you when 
contacting Customer Support. 

Note: Please do not contact Customer Support for hints/codes/cheats; 

only technical issues. 


Internet: http://www.activision.com/support 

Our support section of th € most up-to-date information available. We 

update the support page: se check here first for solutions. 

E-Mail: support@activis 

A response may take anyv 

messages we receive and the | 
Note: Internet/e-mail sur 


4-72 hours depending on the volume of 
of your problem. 
port is handled in English only. 


Phone: (310) 255-2050 
You can call our 24-hour voice-mail system for answers to our most frequently asked 
questions at the above number. Contact a Customer Support representative at the 
same number between the hours of 9:00 am and 5:00 pm (Pacific Time), Monday 
through Friday, except holidays. 

Please do not send any game returns directly to Activision. It is our policy that 
game returns must be dealt with by the retailer or online site where you purchased the 
product. 35 


PUMA LCNSE AGREEMENT 


IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH 

BELOW. “PROGRAM” INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY 

PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND 

DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE 

PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. (‘ACTIVISION’). 

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy 

of this Program solely and exclusively for your personal use. All rights not specifically granted under this Agreement are 

reserved by Activision. This Program is licensed, not sold. Your license confers no title or ownership in this Program and 

should not be construed as a sale of any rights in this Program. 

OWNERSHIP. Ail title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof 

{including but not limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch 

phrases, locations, concepts, artwork, animation, sounds, musical compositions, audio-visual effects, methods of operation, 

moral rights, and any related documentation, incorporated into this Program) are owned by Activision or its licensors. This 

Program is protected by the copyright laws of the United States, international copyright treaties and conventions and other 

laws. This Program contains certain licensed materials and Activision's licensors may protect their rights in the event of any 

violation of this Agreement. 

YOU SHALL NOT: t , 

¢ Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming 
center or any other location-based site. Activision may offer a separate Site License Agreement to permit you to make 
this Program available for commercial use; see the contact information below. 

¢ Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

¢ Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on 

which the Program is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. 

If the recording medium is found defective within 90 days of original purchase, Activision agrees to replace, free of charge, 

any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the 

date of purchase, as long as the Program is still being manufactured by Activision. In the event that the Program is no 


longer available, Activision retains the right to substitute a similar program of equal or greater value. This warranty is limited 
to the recording medium containing the Program as originally provided by Activision and is not applicable to normal wear 
and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or 
neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR 
WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR 
PURPOSE OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING 
ON OR OBLIGATE ACTIVISION. 

When returning the Program for warranty replacement please send the original product cartridge only in protective 


packaging and include: 


(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note 
‘4 describing the defect, the problem(s) you are encountering and the system on which you are running the Program; (4) if 
_ you are returning the Program after the 90-day warranty period, but within one year after the date of purchase, please 


include check or money order for $15 U.S. currency per cartridge replacement. Note: Certified mail recommended. 


‘In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 
, LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
__ DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO 


PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, 


DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 


_ DAMAGES. ACTIVISION’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS 
__ PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS 


AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC 
LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 
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TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to. 
comply with its terms and conditions. In such event, you must destroy all copies of this Program and all of its component 
parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private 
expense and are provided as “Commercial Computer Software’ or “restricted computer software." Use, duplication or — 
disclosure by the U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in — 
subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 orasset ==> 
forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52. 227-19, as. aie : 
applicable. The Contractor/Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. sails 
INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically 
enforced, you agree that Activision shall be entitled, without bond, other security or proof of damages, to appropriate 
equitable remedies with respect to breaches of this Agreement, in addition to such other remedies as Activision may 
otherwise have under applicable laws. Airs 
INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, 
employees and agents harmless from all damages, losses and expenses arising directly or indirectly from it: ve at 
omissions to act in using the Product pursuant to the terms of this Agreement 
MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the ai 
supersedes all prior agreements and representations between them. It may be amended only by a writing executed by both . 4 
parties. If any provision of this Agreement is held to be unenforceable for any reason, such provision shal! be reformed only 

to the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not be affected. This 
Agreement shall be construed under California law as such law is applied to agreements between California residents 
entered into and to be performed within California, except as governed by federal law and you consent to the exclusive 
jurisdiction of the state and federal courts in Los Angeles, California. If you have any questions concerning this license, 
may contact Activision at 3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, Attn. Bus ’ 
Legal Affairs, legal@activision.com. a 
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All-new attacks q 
Spin kicks and 
immobilizing webbing 

is just what the 

spider ordered. - 


All your favorite villains 
Mysterio, Doc Ock 
and others make 

New York a 

swinging nightmare. 


Available Now! 


Activision, Inc., P.O. Box 67713, Los Angeles, CA 90067 

MARVEL and SPIDER-MAN: TM & «2001 Marvel Characters, Inc. All rights reserved 

Activision is a registered trademark of Activision, Inc. and its affiliates. « 2001 Activision, Violence 

Inc. and its affiliates. Developed by Vicarious Visions. Licensed by Nintendo of America | Conrmrmetto ey 

Acl IVISION Inc. for use on the Game Boy Color handheld game platform. “ 1989, 1998-2001 ESRB ‘ 
Nintendo of America Inc. Nintendo, Game Boy and Game Boy Color are trademarks ” 
of Nintendo of America Inc. The ratings icon is a trademark of the Interactive Digital 
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